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Game Basics... 
Wanzers...... 
Alisa Missions . 
Emma Missions 


Virtual Net .... 


Before most missions, you'll have a chance to 
speak with many people and visit a variety of 
locations. When speaking with a group of 
people, one of them will push the storyline 
along. The others may have something useful to 
give you or to Say, but if you choose the one 
person who forces the plot along first, you'll 
miss out on all of the other goodies. 


In the walkthrough, you'll find an Event Chain 
with most missions. This indicates what 
actions/conversations will force the story along. 
Use the Event Chain to speak to everyone else 
before you speak to the person who triggers 
the next event. By doing so, you'll get more 
cool stuff and you won't miss out on any of the 
plot. 


Checking your email is an important part of the 
game. Make sure you do so before and after 
every mission. Also, take full advantage of the 
Web. When someone gives you a new Web 
address, you should check it out immediately. 
The Web is always changing, so you'll want to 
revisit some sites periodically. 


Before Entering Combat 


The following can’t be stressed enough: make 
sure that the mix of pilot skills, computers, 
weapons and items in your backpack 
complement each other. To use some extreme 
examples, you can't use grenades to reload a 
missile launcher. Melee III will never give your 
shotgun skill a boost. Salvo and ROFUP Ill, in 
any order, will not combo together. (You can 
combo these skills with other skills. Also, the 
order in which you put the skills does not 
determine if or how they will combo, as long as 
the skills are “comboable” they will do so.) 
Remember to check everything when you 
change Wanzers and weapons, or when you 
upgrade backpacks and computers. 
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Finding new Web sites isn’t easy. You can’t just 
punch in an address and go there. Instead, you 
must learn the address from someone or 
something in the game. You'll learn addresses 
during conversations between battles, in emails, 
on the Web, and hidden in files. 


Passwords aren't easy to come by in the game, 
but they’re all right here in this book. Check the 
Web section to learn more, but keep in mind 
that if you enter a password before you’re 
supposed to, you may not find anything. Some 
events only occur at specific times, so make sure 
you check back later. 


Always make sure you visit bars and shops more 
than once. Oftentimes, you'll find interesting 
people who weren't there a moment before. 
Some of these people are even wanted felons 
that you can turn in for a reward. | 


Did you know there are secret email addresses? 
Check out the Web section and the 
walkthroughs for more information. 


If you’re using a mix of pilot skills that won't 
combo, use the high activation, low combo rate 
computer when it becomes available. For those 
seeking combos, avoid the high combo 
percentage computers. You'll get favorable 
results from the most basic CPUs. 


Don’t overload a Wanzer with a single type of 
attack. For example, mix spikes with shotguns, 
fists with machine guns, etc. This isn’t as 
important in the early missions, but enemy 
Wanzers eventually gain defenses against 
certain weapon types. 


Simulators are your friends. Use them to rapidly 
teach your pilots Battle Skills and to earn extra 
credits for purchasing upgrades and weapons. 
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Combat Setup 


| The order the pilots are selected determines 
the order they act, but you can change that 

| order by pressing L2 and R2. Use Wanzers 

| with grenades either first (grenade attack, 
then rest and charge in) or last (other 
Wanzers vacate the attack area, then 
grenade attack). 


When positioning Wanzers in the stage 

before combat begins, recall the movement 
and armament of each Wanzer. Wanzers 
_ with long-range weapons don’t need to 
move as much, or as near their targets, as 
Wanzers with melee weapons do, so they 
can usually be placed in the back row. If a 
Wanzer does need to move to engange the 
enemy, place the Wanzers with the lowest 
movement rate closest to the ey. 


During Combat © 


To capture héatily bdnsGed Wanzers that 
are surrendering, eject from your Wanzer 
and fire at it with a pistol. If your goal is to 
capture as many Wanzers as possible, then 
consider using the Battle Skills that are 
designed to eliminate pilots with the 
smallest amount of damage to Wanzers, 
such as Pilot Damage and Eject Punch. 


There are two reasons to capture Wanzers. 
First, not all Wanzers are available for 
purchase. The only way to get them is in 
battle. Second, you can use captured 
Wanzers (in case they are better upgraded 
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than your current equipment), or sell them. | 


Captured Wanzers include only the body, its 

- parts, and a backpack, if one was equipped. 
Also note that you can only find some 
backpacks on captured Wanzers. 


In assigning AP to your Wanzers’ upgrades, 
make sure you leave enough AP so that your 
pilots can move, attack, and counterattack. 
This usually requires at least 18 AP later in 
the game, but you can get away with 15 AP 
early on. 


The order in which you select your pilots 
seems to have an effect on the enemy's 
actions. Whichever pilot you choose first 
seems to be the primary target, so keep this 
in mind. Choose Wanzers with high HP and 
shields first, and keep gunners with missiles 
and low HP as your last picks. 


Get as many free attacks as possible. What 
this means is that you should attack so that 
the enemy can’t counterattack. You can 
accomplish this in a few ways. Use a weapon 
with a greater range than what the target 
has, or have all of your Wanzers attack the 
same enemy. The enemy Wanzer will burn its | 
AP against the early attacks, leaving it 
unable to counter against every attack. Using | 
this method can spare damaged Wanzers 
from counterattacks by having the damaged 
Wanzer attack last. 


Take note of any damage caused to Wanzers. | 
If an enemy Wanzer has a body part that is 
barely hanging on, use a burst weapon to 
eliminate it and cause damage to the rest of 
the Wanzer. A one-shot attack ay be 
wasted on that part. EE \ 
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Remember that shotguns are usually better 
than machine guns for such tasks. 
é 


When selecting a counter-attack, damage to 
your Wanzer Is as important as the damage to 
the Wanzer attacking you. If your Wanzer is 
about to lose an arm, avoid using that arm’s 
weapon for the counterattack. 


There is an attack order for the weapons in 
the game. Ranged weapons (machine guns, 
shotguns, and rifles) always attack before 
Melee or Neutron weapons. If you have a 
chance to act first, it’s usually a good idea to 
choose that option. For example, if your 
Wanzer is attacked by a Wanzer using a Melee 
weapon and yours is equipped with both 
Melee and Ranged weapons, in most cases 
you'll want to choose your Ranged weapon to 
counter-attack. By doing so, you deal your 
damage first and you may be able to Stun the 
enemy, disable its weapon, or even destroy it 
before it can attack. It may cost more AP, and 
there’s also no guarantee that you won’t get 
ejected, stunned, or lose the arm holding the 
weapon you want to use in the counter-attack. 


Don’t depend on Battle Skills, but put yourself 
In a position to have them activate. Also, don’t 
be too cautious. Battle Skills are your big 
advantage over your enemies, especially when 
you're outnumbered eight to four. Sometimes, 
a risky move can completely turn the tide of 
battle in your favor. 


Save a damaged shield that can only take one 
more hit for a one shot, high-damage attack. 
Burst weapons will destroy the shield, and then 
any remaining shots will damage the Wanzer. 
However, the shield can stop all damage from 
a one-shot attack although it may get 
demolished by it. 


Even if your Wanzer has lost both arms and you 
have no way to restore them, the pilot is still 
useTul. Keep in close proximity with enemy 
Wanzers and be prepared to eject into one 
should the enemy pilot get eliminated or 
ejected. You can also use severely damaged 
Wanzers to draw enemy fire away from 
healthier Wanzers. 


In battle, you should single out Wanzers that 
you can easily eliminate. Think of yourself as 
the wolf and the enemy Wanzers as a flock of 
sheep. Rather than diving into the herd, you 
should pick off the injured or those that stray 
too far from the flock. 


Higher is better. Always try to attack from 
above your opponent. You'll have a better 
accuracy rating that way, and your opponent 
will suffer the distance penalties when 
counterattacking. 


Helicopters are tough to eliminate due to the 
severe accuracy penalties your Wanzers suffer 
when shooting at them. You can counter this 
by using missiles, or you can climb as high as 
possible so that you're as close as possible to 
the enemy. Also, use burst weapons rather than 
one-shot rifles. 


You can destroy many objects on the 
battlefield. Sometimes it’s necessary to do so 
just to clear a path for your Wanzers. However, 
items are occasionally hidden inside objects. 
This is done randomly, so you won't find any 
help locating these hidden goodies in this 
strategy guide. 


| When you begin the game, you make a decision that completely changes your destiny. When 
Ryogo asks you to go with him after your training mission, the choice you make sends you down 
one path or another. Choosing to go with him sends you along the path that follows the Emma 
Missions. Choosing not to go with him will send you spiriling down the Alisa Mission tree. 
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Characters 


There a lot of characters in Front Mission 3. In the Alisa Missions, things are fairly simple. All of 
the characters that are meant to join your party will do so. However, in the Emma Missions, the 
choices you make more directly affect who is in your party. Use the following information to help 
you: 


° Mission Eleven: This is the first major diverging point in the Emma 
missions. The enemy Cadenza attempts to flee from the battle. The 
following several missions that you take are determined by whether or 
not you destroy the Cadenza. If you destroy the Cadenza, a character 
named Yun will soon join your party when you meet her at the Bar in 
Jurong City. If you don’t, Yun will eventually join your party, but much 
later in the game. 


e Mission Fifteen: Selecting the Alpine Detour route will introduce you to 
Jose, who later joins your party. Going the Com Facility route will pit you — 
in battle against him. At Taal Base if you take the Alpine Detour route 
you will first fight Jose, and afterwards he will join your party. If you 
take the Com Facility route straight into the base, Jose will simply be 
another enemy that you fight and will not join your party. 


9 Mission Thirty-Four: If you didn’t get Jose to join you earlier, Li will join 
you now. If Jose is already in your party, he'll talk Li out of joining you. 
You cannot have both Jose and Li in your party. If Jose did not join your 
party from Mission Fifteen, Li will automatically join your party at this 
point in the game (after the Battle Riceterrace). If Jose is in your party, 
he will stay with you and talk Li out of joining. 
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The first key to success in this game is knowing your Wanzer and what makes it tick. Just knowing 
how to move and attack won't get the job done. You’ve got to know which Wanzer is best for which 
role, the Battle Skills that can make or break a battle, and you need to know how to take advantage of 
your enemy’s weaknesses. This chapter gives you a leg up on that knowledge by teaching you about 
the Wanzers you can own in the game. This chapter also provides information that will help you better 
understand those metal behemoths you rely on in battle. 


Wanzer 101 


Each Wanzer is made up of four to five basic parts: body, arms, leg, and backpack. Of these parts only 
the backpack can be done without. The other parts are critical to a Wanzer’s performance and must be 
equipped before any war machine can be put into battle. Let’s take a look at each part individually. 


THE BODY 


A Wanzer’s body is its heart and soul. It provides power for the arms and leg, which are attached to it. 
Without the body, the arms and leg are useless. In fact, if a Wanzer’s body is destroyed in battle, the 
entire Wanzer blows up, leaving nothing to salvage. Because of its importance, the body is usually the 
primary target on any Wanzer. That’s why the body typically has more HP than any other part. 


When building a Wanzer it’s important to pay attention to both the body's HP and power. If you plan 
to build a Wanzer that uses primarily Melee weapons, you want more HP and less power. It’ll need the 
HP to hold up against the enemy onslaught, and the Melee weapons use very little power. For those 
Wanzers using weapons like missiles and grenade launchers, you need a body with less HP and tons of 
power to feed the weapons. Long range weapons enable your Wanzer to hide out in the back of the 
battlefield and pelt your enemies from afar, so HP isn’t as important. However, these weapons require 
an immense amount of power to operate, so you want a body that enables you to equip the missile 
rack or grenade launcher and perhaps a shield and backpack as well. 


THE ARMS 


Most Wanzers carry all of their weaponry on their arms. In fact, all of the Wanzers you have access to 
are subject to this limitation. However, it isn’t unheard of for an enemy to have a machine gun or 
worse built into its chest. Arms typically have low HP, but they also have an accuracy bonus. The 
accuracy bonus increases a pilot's chance to hit with the equipped weapon. Usually an arm with very 
low HP will have a much better accuracy bonus than one with a lot of HP. This is mainly due to their 
anticipated uses. Wanzers equipped with long range weapons are expected to forgo HP for accuracy 
and close range fighters are likely to need the HP for stamina and less accuracy, since they don’t suffer 
from distance penalties. 


Weapons can be equipped in two places on each arm, the hand and shoulder. Hand weapons are 
machine guns, shotguns, fists, batons, and beam weapons. Shoulder weapons are limited to missile 
racks and grenade launchers. A Wanzer can also hold a shield in its hand if you think it needs a 
defensive boost. When an arm is eliminated from a Wanzer, any weaponry equipped on the arm is 
disabled. 


THE LEG 


You may wonder why it’s called a Wanzer's leg rather than its /egs. This is because a leg c 
two or four legs, or it can be of the one-piece hover variety. Your Wanzer’s leg determines its mobility. 
Every leg has a basic number of spaces it can move the Wanzer during a turn. This number never 
changes, but you can add to the Wanzer’s mobility with upgrades. The leg also enables your Wanzer to 
climb up or down and, with a hover leg, float on water. 


All Wanzers can use as much mobility as possible, but some rely on it more than others do. Those that 
fight at close range need to move quickly to close the distance to a potential target. A Wanzer that 
hangs out in the background and fires missiles at unsuspecting targets doesn’t need much 
maneuverability, although it never hurts. 
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BACKPACKS 


Backpacks come in two varieties: energy and storage. Energy packs, known as E-Packs, add 
to the body’s energy and “efit the Wanzer to equip more parts and weapons that it mi ight 
not otherwise be able to support. Storage packs enable a Wanzer to carry items that can be 
used in battle for restoring lost parts, repairing damage, refilling emptied launchers, and for 
healing pilots. These are particularly valuable in the later stages of the game. 


Having the luxury of equipping a backpack is both a blessing and a curse. It’s often hard to 
decide which is best—to carry some supplies into battle, or to get the extra power so you 
can boost your Wanzer’s arsenal. Early on in the game, it's best if all of your Wanzers are 
equipped with storage packs. The weapons available to you don’t require much juice, so an 
E-Pack is sort of a waste. Later on you'll want to take E-Packs on some Wanzers so you can 
give them more than one weapon. However, anyone using a missile or grenade launcher 
will want to keep a storage pack if possible, so they can carry missile or grenade refills. 


In the end you want a good mix. Give storage packs to those that can afford to give up a bit 
of power and energy packs to those that absolutely must have them. 


IMPROVING YOUR WANZERS 


As the game progresses, you're given the opportunity to strengthen your Wanzers with 
upgrades that can be purchased in shops or online. There are five types of upgrades: HP, 
Def-C (Class Defense), Accuracy, Evade, and Boost. Upgrades are extremely expensive, but 
they’re necessary if you want to put yourself on even ground with your enemies. 


HP Upgrades are the most basic. These increase the amount of HP a part has, which makes 
the part harder to destroy. Of all of the possible upgrades these are the most important. 
Without them, enemies in later missions can destroy your Wanzers with a single shot. 


Def-C Upgrades that can be added to a Wanzer’s body enable you to allocate a pilot’s AP 
toward the reduction of a particular weapon class. For example, if you upgrade a Wanzer so 
that it has one level of Def-C, you'll be able to devote one point of AP to reduce the.damage 
caused by either Piercing, Fire, or Impact weapons. f you fail to put some of the pilot’s AP 
toward the Def-C Upgrade it has no effect. The amount of protection varies from Wanzer to 
Wanzer and depends. on i level of the mise e. You can check si: Wanzer information for 
specifics. : | : 
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With so many upgrades available you iimay find that you're iserding: sO much AP activating 
upgrades that your pilots don’t Set to fare A pl in battle. Therefore, it becomes a question of 


especially true if you’re counting on ign a shield. If you find thaty your pilots have closer to 
12 points of AP, you want to reduce the amount you're putting toward upgrades like Evade 
and possibly Def-C. These upgrades are 2 great to have, but worthless if DYOUE pilot can’t 
perform during battle. 
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COUGHING UP THE DOUGH 

As mentioned earlier, upgrades can be very expensive. Although individually the prices aren’t too bad, 
when you’re trying to upgrade eight different Wanzers ten times apiece you need a lot of money. There 
are a couple of ways to earn quick cash. 

The easiest way is to use the simulators. This isn’t a fast way, but it’s the most guaranteed. For every 
simulator battle you win you get an amount of credits based on the difficulty of the simulation. Real 
Battles are the best. 

The other way is to capture enemy Wanzers and sell them. This is the quickest way to earn money, but it 
isn’t easy. Those enemy pilots aren’t always eager to surrender. You can make things easier by learning 
Battle Skills like Eject Punch and Pilot Damage I. With Eject Punch you can pop the enemy pilot out of a 
Wanzer and then destroy him or her. Pilot Damage | causes damage to a Wanzer’s pilot with a successful 
attack. Three or so hits almost guarantees a salvageable Wanzer. 


Learning Battle Skills 


Battle Skills are what give you an edge over your opponents. Every part of a Wanzer can teach a pilot a 
new Battle Skill. Once the pilot has learned the Battle Skill, he or she can use it with any Wanzer. 


When looking at a Wanzer part, press the Triangle button on your controller to view the Battle Skill 
screen. If your pilot already knows the part’s Battle Skill the name is shown. If not, you see several 
question marks. Below the name is a condition, which must be met for the Battle Skill to be activated. | 
This may be something simple like “Melee,” or something a bit more vague like “No Grenades.” All it 
really tells you is that your Wanzer must be equipped in the designated area before the skill will engage. 


With each of the Wanzer’s in this chapter is a listing of the part’s Battle Skill. This should help a great 
deal in learning them. Check out the name of the Battle Skill, the condition, and the effect. Try 
combining all three to get a better idea of what you should be doing. For instance, say you're trying to 
learn something simple like Double Punch I. The condition is that you must have the same type of Melee 
weapon in both your Wanzer’s hands. The effect is that your Wanzer performs a combo attack with both 
weapons. So you just need to equip two of the same fists or batons and attack a lot until it engages. 


Now let’s look at something a bitter tougher. Avoid 80 is an extremely useful ability, but you don’t have 
much control over it. The condition is “All weapons defensive,” which simply means that it’s a defensive 
Battle Skill. You won't learn this one while attacking. The effect is that it reduces damage under 80 
points to zero. So basically this tells you that you need to be attacked by someone whose weapons 
cause less than 80 points of damage. In this particular case, an enemy machine gun will work best. 


Let’s look at one more of the hard ones. Firing Squad is a powerful Battle Skill that’s also a lot of fun. 
The condition is “Range,” which only tells you that you need to be using ranged weapons like machine 
guns, shotguns, and rifles. The effect is that the pilot “calls on two allies for backup fire.” What this 
should tell you is that you must be attacking an enemy with a ranged weapon and that you must have 
two allies with ranged weapons who are also within weapon’s range of the enemy you’re attacking. 
When your pilot attacks, his nearby allies also get in an attack without the use of AP. 


Easy enough, right? Once you've learned a few Battle Skills, you'll begin to understand better. 
Remember that you can always learn new Battle Skills in missions, but it’s best to learn them ina 
simulator. Also be sure to switch your pilots around and let them use other people’s Wanzers. You want 
to teach them all sorts of Battle Skills. You also want to be on the lookout for the Learning Computer, 
which increases the pilot’s Acquire Rate. Don’t expect to see this until late in the game 


SETTING UP BATTLE SKILLS 


Although there’s no limit to how many Battle Skills a pilot can learn, there are limitations on the number 
a pilot can use at any one time. The pilot’s computer sets this limitation. Notice that | said the pilot's 
computer. Computers go with pilots rather than with Wanzers. If a pilot switches Wanzers, he or she 
continues to use the same computer as before. 


A computer can have anywhere from four to six slots. Battle Skills take up as little as one slot or as many 
as five. Thus in a six-slot computer you could equip six one-slot skills, or two three-slot skills. This is 
where setting up a pilot's Battle Skills becomes tricky. It can be hard to choose from all of the skills your 
pilot has learned, but there are factors that can help you decide. 


First, you need to choose if you’re looking to combo several lesser skills, or if you are going fo 
the one-hit kill. If you’re looking for combos, you want a normal four to six slot computer. 
Choose skills that can easily combo, such as several Pilot Damage Is, Zooms, Rate of Fire UP Is, 
Skill+1. Avoid skills that end a chain such as Topple Shot or Topple Punch. These a are good when 


you just want a single skill to engage, but can only hurt those looking for COnibos. You may also 


want to throw in a defensive skill such as Blackout, Fast Attack, or Prevent Loss. 


If you want to use powerful skills that require a lot of space, you want a six-slot computer with 
a high activation rate and a low combo rate. Choose skills that cause maximum damage in one 
hit like Body Smash, Rate of Fire Up Ill, or Shield Attack Ill. Pair the skill with a defensive skill 
that’s rarely used, or stops battle, like Prevent Loss, Escape, or Fast Attack. That way your 
offensive Battle Skill engages as often as possible and the defensive skill pops up occasionally 
without interfering. 


Weapons and Such 


| 


Second in importance only to the Wanzer you choose are the weapons you equip it with. 
Weapons come in several varieties and variations. What you choose is up to you, but this will 
also be dictated by the amount of power your Wanzer's body provides. Let’s look at the various 
weapon classes. 

There are four classes: Impact, Piercing, Fire, and Neutron. Impact weapons include fists, batons, 
and shotguns. Piercing weapons are machine guns, rifles, spikes, and cannons. Fire weapons are 
those such as missiles, grenades, and flamers. Neutron is the rarest class and only includes beam 
weapons. 

Why is this important? As you progress through the game you are given the opportunity to 
protect your Wanzers against a certain class of weapons with the use of Def-C (Defensive Class) 
Upgrades. Your opponents will also be able to take advantage of the Def-C Upgrade. It’s 
important to equip your team with a variety of weapons so that you can take advantage of 
your enemy's weaknesses. 


WEAPON TYPES 


There are 11 types of weapons. Each one = has its ¢ own set ‘ef advantages and disadvantages. 
Here’s a closer look at each one. . ae | 


Machine Guns 
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Rifles 


When you want range b and unlined ammun ion f the rifle is the best Peaice. It causes a iat of 
damage to one part, and its range allows a Wanzer to attack from well outside someone else's 
range. This may sound great, but rifles require a lot of skill and may not be very useful early on. 
Without the aid of Accuracy Upgrades you're likely to miss a great deal, since this weapon is 
only capable of a single shot. However, these are fantastic wearer for those who want to use 


a lot of low-powered Battle Se that will combo. 


Fists 


Nothing causes as much damieas as a fist, A Angle hit from a fist can ny complétaly destroy a limb. 
These are best placed on Wanzers with a lot of HP and mobility. They have’a range of only one 
tile, which forces a Wanzer to duke it out at close range. Also, a Wanzer equipped with a Melee 
weapon of any sort attacks last in battle, so you'll almost always take caee from é a 
counterattack. Fists aren’t ve accurate weapons and can be easily dodg ema : . 
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Batons 


A batorvis basically a fist that sacrifices power for better accuracy. They’re great against infantry and small 
vehicles, but they suffer from the same drawbacks as fists. 


Spikes 
Spikes are yet another version of a fist. They're somewhere between a fist and a baton on both power and 
accuracy. The main advantage they have is that they are Piercing weapons rather than Impact. 


Flamers 


These are unusual weapons. They have a short range (two squares) and weigh a ton, yet they enable you 
to spend your AP at any rate you want. If you want to use a short burst you can. If you want to try and 
annihilate an enemy using all of your AP you can do that too. Flamers seem to have a high eject rate. In 
other words, they seem to heat up a Wanzer so much that the enemy pilot is forced to eject temporarily. 


Missiles 


Missiles have the best range in the game—up to nine squares—but they can’t be used at close range. 
Enemies within two squares cannot be targeted. Missiles cause a large amount of damage to a single part, — 
which makes them valuable for softening up the enemy. The drawbacks are that they are limited to six | 
shots, they use a lot of energy, and their accuracy is only 80 percent without upgrades. You can reload a 
missile rack with an item carried in a backpack. 


Grenade Launchers 


This is one of the most tempting weapons in the game, but not the most useful. Grenade launchers offer 

. the advantage of being able to attack all Wanzers in an area simultaneously. However, the damage is very 
» unpredictable. You only get four shots (without reloading), and you can harm your own people. The 

| damage caused is greatest at the center of a blast. All others will only receive minor damage to all parts if 

| any at all. It only takes three shots from a grenade launcher to dispose of most enemies. Overall, though, 

| the grenade launcher is best left to your enemies and something to be feared. 


. Cannons 
_ This type of weapon is reserved solely for enemy Wanzers and vehicles. Still, you may get the chance to 

| pilot a vehicle with a cannon, so it's worth mentioning. Cannons are much like rifles in range and damage. 
| Their drawback is that they can’t attack at extreme close range. This gives you an advantage over any 

- cannon-clad enemy. 


| Neutron 
| There’s only one neutron or beam weapon you have access to in the game and getting it is a secret. You 
_ will find information on this in the walkthrough at the appropriate time. The beam weapon causes massive 
| damage that's similar to a fist to a single body part. Its range and accuracy are unbelievable. The down 
_ side is that it weighs a lot, uses a ton of energy, and costs 15 AP for each shot. With an AP cost so high, 
» you'll only get to shoot it every other turn and you.can count out counterattacks. Still, it’s worth having— 
_ just make sure your Wanzer is equipped with a second weapon that costs less AP to use. 


Shields (the Last Defense) 


Although some Wanzers can take a lot of damage and keep on going, others may require the use of 

a shield. Shields absorb an enemy’s attack and reduce the damage caused by the attack significantly. 
Don’t underestimate their usefulness. When facing an opponent like a Lenghe 1 that can cause over 500 
points of damage, a shield that cuts the damage down to 120 is a lifesaver. | recommend that you use 
shields with most of your Wanzers late in the game. The shields you can purchase early on aren't worth 
paying for. ge 
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Configuring Your Wanzers ee 
Now that you know about the weapons and Wanzers, you need to choose your equipment. Keep in mind 
how much weight your Wanzer can support and the amount of energy its body provides. If you need a 

boost you can always equip a backpack, but you may need one for items rather than energy. There is no 


perfect configuration. Just keep in mind what role you want the Wanzer to play and adjust accordingly. 
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EFFECT Enemy's evade upgrade ; EFFECT Concentrates all Btackee OND. No shoulder weapon ‘i 
disabled enemy's bod : 

@SLOT 3 SLOT 3 EFFECT Evade upgrade maxed during an attack 


Sete. te ee oe ; a a eee ee 
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"| LEVEL HP _—DEF-C | | LEVEL -HP___ACC. | cent 
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= leet es we 
COND. All weapons def | [FONDS "No shoulder weapon | aemaenrreT ee 
"EFFECT “Reduces damage between [EFFECT when pare dexvroyed, | | COND. Wo grenades 


401-800 to 400 ae Ue Sous ha | Bea 
SLOT 1 ? | EFFECT Reduces AP cost by 60% 
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| WEIGHT: 15 pTYPE: Two Legs 


B |ACCURACY: 5% | FWEIGHT: 59 


— a 
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3 + Ei chet BE ivi 453 A% 2 2 
in the game: Eject Punch. 22% | |} : 453 

vith ityou canrakeinthe ~ on ae Lvl 2 53. 10% 4 3 

dough by popping pilots out 7" a LVL 3 629 16% 5 4 

of their Wanzersandthen =| ~~ ———t Ftv 4 “741 54% é . 
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forces the enemy to lose a JT vie | 1025 ee 3 = 
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SEFFECT Tackles with all body ei wal ‘Ejects enemy pilot = rCOND. “All weapons ‘defensive 
S as _weight; very high damage x 


e SLOT Ee) AA Roe zo [errEcT F Reduces damage u FOS 20 08 Can 


HD 


TYPE: two Legs 
Classified as an attacker, the : 7 
Tieqi’s best equipped witha ~ POWER: 287 

shotgun or machine gun, ss UPGRADES 
and a fist or a shield. It ) LEVEL HP 
works best at medium 
range combat, but it can 
hold its own in close range 
combat as well. Brace Il is 
an excellent defensive skill, 
but it can be annoying if it 
activates when you don’t 


WEIGHT: a4 
ACCURACY: 12% 


UPGRADES 


: : |ACCURACY: 5 
LEVEL HP ACC. 
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ran eae Pat [soe fax fee 
ld ee es ea 
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really need it. None the less, Lvl 7 617 
ie lworhequpphg. pal ante me ee 
) pen Def-c 2[red down arrow]! |B.S. Aim-Leg Puli ed 7 ee BOB G4 en a (eee ag eae 
(E-Def-C2[red down arrow]) , } it 
COND. No grenades COND. Burst B.S. Brace II (Bracell) 


EFFECT Concentrates a attacks COND. No shoulder weapon 


SLOT EFFECT Enemy attacks first, but damage cut by i 
80 percent 
SLOT 2 : 


SLOT 2 


oneal 


jinedrai BODY | ARMS E “4 
WEIGHT: 42 | = 


Classified as an attacker, the : 
vivashogunormecine. [oon 
with a shotgun or machine 7 : oe 


Works Reset agian aS HP - LEVEL “HP 
a oC. Tl -tEVEL HP 


UPGRADES © 

range combat, but it can ieee 
hol its own in close range eee ae ES teveL 
combat as well. Aim-Arm is a * aS SE ver 
a cood skill if you don’t Bat <r ssn 
have Arm Smash. — . EE Sa CTO SE 
Experience x4 is a great Fara AL ES 
way to train your pilots Cn DE ee ee 
quickly if they've been CE 
inactive or if you just want saunter | a eee e 
to max out their abilities. See eae i. . 

Pe (E-Evade2[red down arrow]) 


COND. No grenades (ee) 


EFFECT Enemy‘s evade upgrade 
down two levels 


Quadruples battle skill experience 


Whisk 


Classified as a gunner, the 


H WEIGHT: 60 


_ Whisk’s best equipped with : POWER: 344 


a rifle, missiles, or a grenade 
_ launcher and kept out of 
_ close range combat. Enemy 
_ Def-C Null is good in the 
_ later stages of the game 


| where Wanzer's rely heavily | ivi2_ 


_ on the Def-C Upgrades. 
Salvo is fun, but wasteful. It 
_can trash a Wanzer in one 

| turn, but the cost is a full 

_ rack of missiles. If you use it 


_ make sure you have items to §. 


| reload. 
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| POWER: 253 


combat as well. This _ 


Wanzer's Battle Skills are 
surprisingly strong. Rate of — 


_ Fire Up Ill is one of the best. 
Avoid 80 is great against 

_ machine guns and shotguns 
late in the game. 
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B.S. Double Punch II (Db! Punchil) 
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EFFECT Enemy’s weapons skill down three levels 
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ACCURACY: 4 


UPGRADES 
LEVEL HP EVA BST 
RES SOE RT AS A 
ni Me ae ee 
ee a Ss 
et ol we, td 
PA ee ee 
ke ned el ae ee, 
ee Se 2 ee eS 
Se ee ee 


B.S. Avoid 80 (Avoid80) | 
COND. All weapons defensive 3 | 
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WEIGHT: 39 TYPE: two Legs 


Classified as a fighter, the 
Zeros excels at close range Ja) 
combat, but doesn’t UPGRADES 
perform well with ranged LEVEL HP 
weapons. It’s best 
equipped with a fist, 
baton, or a shield. The 
Zeros’ Battle Skills are all 


good starting skills, but Lbvl.3 
most of them have better 


sister skills to which you'll ae 
eventually want to Hyg A 1053 
upgrade, . a ee 
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EFFECT Enemy’s evade upgrade : 
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SLOT 1 SLOT EFFECT oo attacks first, but receives 1.2x 
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Acc. Down 


Kites tino Da Haan 


Ranged Weapons (Rifles) 


Rifles Class Weight 


Ranged Weapons (Machine Guns) © 


M.Guns Class Weight Attack ~ Ammo 


Ranged Weapons (Shotguns) 


Shotguns Class 


Acc. Down 


Acc. Down 


~ Wagtail 2 
— Yunsheng 34! 
~ Zhiniao 50. 


Se, 


2 Aim 
 Aim-Arm__ 
_ Aim-Body 
 Aim-Leg 
AP-0" 
AP-30%. 
AP-60% 


Autoll. 
Auto-Counter. 
Avoid20. 


_ Bkup Fire 
Bkup Melee 
Blackout 
Body Smash 


_ Bracell. 


z | _ All attacks concentrated on one body part. 
___ Allattacks concentrated.on enemy's arm 
___All attacks concentrated. on enemy's body 
_ All_attacks concentrated on enemy's leg 
| Reduce AP costtoQ 
__Reduce AP cost by 30% 


Arm Simasis oc 
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Reduce AP cost by 60% _ 


_Destroys enemy's arm. 
__Auto-attack activated. ville duphied | ee Ceo 
__Auto-attack activated while stunned, ian recover. aa. stun. 


Ea Cangtanatiaees even when _part destroyed 


__ Damage under 20 reduced to 0. 

__..Damage under 40 reduced to.0. 

__._Damage_ under 80 reduced to.0. 

____ Requests shooting backup from_an_ally 
__Requests melee backup from_an_ally. 


BraGel sn eet 


' Def-C1[green arrow up]. 


 Def-C2Igreen arrow up]. _ 


a _Def-CMax__ 


__Disables enemy's battle skills 

__Destroys enemy's body MAM ee 
___Enemy.attacks first, Buta cuts. niece: Ry 50% ers ee 
__Enemy.attacks first, but cuts damage by 80%. 
_Defensive Class Upgrade up one level; inioteds auaitist alts status. 
Defensive Class Upgrade up two levels; protects against.all status 


Grezex (arms) 
Vinedrai (arms) 
Shunwang._1 (body) 
Tiegi_4 (arms) _ 
Hoshun.Mk112 (legs). 
__Kasel M2 (leg) 


_Shunyo Mk111 (leg) 


Foura.M12A (arms) 
Enyo Mk109 (body). 
Prov PAW2 (body). 
Genie (leg) 
Tiandong.3 (leg) 
_Lanze (leg). 
Yongsai.3 (leg) 
Rekson_M4F (arms) 
Yongsai 3 (body) 
Mingtian.1 (leg) 
Hoshun_Mk112 (arms) 
Kyojun Mk107 (leg) 
Tiegi.4 (leg). 

Genie (body) 


_Laiying Type 1 (body) 


a __Defensive Class Upgrade maxed; defends against all status change Mingtian 1 (body) 
Sie Chaff. Use chaff.to divert attacking missiles Drake M2C (body) 
- DMGFix100._ _Damage between 101-200 reduced to 100. Kyokei Mk108 (leg) 
_ _DMGFix200 __ __Damage between 201-400 reduced to 200 Qibing_0 (leg) 


N-Guns Class Weight AP Attack Amme Range Ac A Jown 
Hvy P-Gun N 127 15 PS a aR Inf, |~9 90% -0%/Range 
Launchers Class Weight AP Attack Ammo Range Acc. Acc. Down 
Faust GGR F 156 12 126 x1 4 3~6 60% -0%/Range 
Type. 10. GR E 109 12 74 x.1 4 3~6 60% -0%/Range 
Type 13.GR F 124 iz 88 x 1 4 3~6 60% -0%/Range 
Type 14 GR E 140 12 105.x1 4 3~6 60% -0%/Range 
Wanzerfaust F 92 12 62 x1 4 3~6 60% -0%/Range c 
Other Items 2 
a9) 
Shields Weight AP Durability Dmg.Reduction “a 
CPU Capacity Function op] 
Buckler 22 2 4 -70% 
Hvy Shield 28 y) 6 -70% COM4 4 No special feature 
Mk6 Shield 18 2 4 50% ~ COM5 5 No special feature 
SN-100G 24 2 6 -50% COM6 6 No special feature 
SN-107G Ps 36 2 ey -90% /  COMB554 6 Activate percent low[green arrow up], 
/ : Combo percent low[red arrow down] 
COMB603 6 Activate percent medium[green arrow 
up], Combo percent medium|[red 
Fernie es steal abst ir ous We ON PT alaipl hom ; arrow down] 
__ Backpacks Weight Capacity Add. Power COMB652 6 Activate percent high[green arrow 
PT3A : ct , = mT ee percent high[red arrow 
'  BPTIMAX 610) — 290: a 
: BPT12B oh 3 Pepe ts COMC554_ 6 Activate percent low[red arrow down], 
Heh BX002_ 10. A eA ' a ____ | Combo percent low[green arrow up] 
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: DMGFix400 Damage between 401-800 reduced to 400 Shunyo Mk111 (body) 
a Double Assault Right-left combo with melee and range weapons Zenislev (arms) 

a Double Punch1 ___ Right-left combo with same melee weapons Grapple M1 (arms) 
" Double Punch2 Right-left combo with different melee weapons Wude 3 (arms) 
"Double Shot1 |___Right-left combo with same ranged weapons Prov PAW2 (arms) 
"Double Shot2 Right-left combo with different ranged weapon shangdi_1_(arms) 
 E-Acc Null Enemy's ACC Upgrade disabled Shangdi_1 (body) 
~ E-Acci[red arrow down] Enemy’s ACC Upgrade down one level Pare PAW11 (body) 
"> E-Acc2[red arrow downl Enemy’s ACC Upgrade down two levels Wude 3 (body) 
= E-Def-CNul Enemy's Defensive Class Upgrade disabled ent Whisk (body) 

@ E-Def-C1[rda] __|_Enemy’s Defensive Class Upgrade down one level ___ _____|__Meledyne M1 (body) 
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 E- -Evade2[red down arrow) _Enemy’s Evade Upgrade down 2 levels. ay OF: siscied Vinedrai (body) 
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REVENOB Ion a. 
| PCIE) Ye [20 came wallage eles 
_ Revenge3. Returns twice the received damage ante ar 


BB RORUPC. Se 
BROrUbD kee es 


sfred 
PRINGEDISSNGS See ee Eeremre tbat 144 01 5 €1G\ 895) Reena 
me chicid Atkio ~ Asta th sl igh damage fafa. 
ee Shield Atk2. Ean pesos Benge (arms) ee 2c 2 
Ry Shield Atk3. with ashield:majordamage | Lenghe 1 (arms) 

: os || | Sah ____._Meledyne M1. fleg) 
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_ Skill+3[green arrow up] i Weapon skilllevelsup3foraturn oo _Laiying Type (leg) 

fe Stun Punch U Srecoene cic ae iz _____Kasel. M2 (arms) 
> Tacklet__._______|__ Tackles with all body weight; high damage =| Zeniislev (body) 


sa afoot 


a ” E-Skill2[red arrow down]. |__ Enemy's weapon skill down two. eee rr Getty (leg) = Ss sf 
| ae _____Wude 3 (leg) ss 
Evadellgreen arrow upl_| Evade Ungrade levels up one during an attack Pare PAW (leg) 
_ Evade2[green arrow. up]_|___Evade Upgrade levels up-one during an attack __ ee 
~ Evade-Max__ Evade Upgrade maxed during an attack ~ r Ss 
‘ Bee GotlecKieXpdoubled = __Drake M2¢ (leg) “| 
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_Defend attacks to the body with an arm L _Prov PAW2 (leg) 
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S first but receives 1.5 damage enisiev eg) Be 


fistwithouthandicap ay a 
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turns_1.2 times the received damage s _Sinveuikiin (eee. _ & 
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4} Gein Gade a 
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ires 1.2 times more bullets 0 Kyun MK 107 (arms) _ 
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S Tackle2__|__Tackles with all body weight: veryhigh damage __________|__Tiandong 3 (bocy)_| -E 
~ Tackle3_________|___Tackles with all body weight; major damage a ne 
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Mission One: Yokosuka 


~|\WINNING CONDITIONS: 


|All enemies destroyed 


-|LOSING CONDITIONS: Enemies Elim. 
|Player pilots destroyed Total # Battles 


Average Damage 
Avg. Weapon Lvl. 
# of Turns 
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BETWEEN MISSIONS 
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You are given access to the Kirishima 
Je ee ‘Industry Special Vehicles Section Web 
“ARMAMENT CLASS| TYPE |LOCATION site before the mission. If you spend a 
i am ‘little time on it, you can find leads 
-about several other sites. 
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WINNING CONDITIONS: 


Defend for 3 turns. 


“LOSING CONDITIONS: Enemies Elim. 
Player pilots destroyed Total # Battles 


Average Damage 
j Avg. Weapon Lvl. 
it of Turns 
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/WINNING CONDITIONS: 


¥ All enemies destroyed or made to surrender. 


= LOSING CONDITIONS: Enemies Elim. 
‘Player pilots destroyed. Total # Battles 
Average Damage 
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* TWINNING CONDITIONS: 


Enemies Elim. 

Total # Battles 

Average Damage cee 
Avg. Weapon Lvl. 7 

# of Turns 
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Average Damage 
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WINNING CONDITIONS: _ 
Lukav destroyed. 


LOSING CONDITIONS: Enemies Elim. 
Player pilots destroyed. Total # Battles 
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All enemies destroyed or made to surrender. 


/LOSING CONDITIONS: Enemies Elim. 
- |Player pilots destroyed. Total # Battles 


Average Damage 
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pieam a) ShePKeerer ° — as soon as you can. Pierre 
Mepehy dont you look st Schneck’s : sends a letter attempting to bring 
ssi Pham home. Be sure to reply. 
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When you visit the Shanghai Shop, be sure to speak with 
: the Shopkeeper. He gives you the Web address for Schneck’s 
(SCHNECKER/CORPORATION/EC). Also, be sure to speak to the Wanzer 


_ | Fan at the Shanghai Bar. He gives you the address for Sender 


(SENDER/CORPORATION/EC). 


Take note that all of 
the enemies’ Shunwang 1s are 
equipped with Mk7 E-Packs. These 
provide 60 additional power, so you 
may want to try to capture at least 


' one of these Wanzers. 
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iMission Thirty- Eight: 


WINNING CONDITIONS: — 


|All enemies destroyed or made to surrender. 


|LOSING CONDITIONS: 


2 Player pilots destroyed or Lan dies. 


Enemies Elim. 
Total # Battles 
Average Damage 
Avg. Weapon Lvl. 
# of Turns 
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Thirty-Nine: Hiroshima 


| enemies destroyed or made to surrender. 


9SING CONDITIONS: 


ayer pilots destroyed or JDF soldier dies. 


Enemies Elim. 
Total # Battles 
Average Damage 
Avg. Weapon Lvl. 
Number of turns 
NPCs Remaining 
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WINNING CONDITIONS: 


er /All enemies destroyed or made to surrender. 
¢ LOSING CONDITIONS: 
Player pilots destroyed. 
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‘WINNING CONDITIONS: 


All enemies destroyed or made to surrender. 


LOSING CONDITIONS: 
Player pilots destroyed. 
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While exploring Kure, be sure to visit the shop. You can 
now upgrade your Wanzers’ HP to Level 5. There’s also a couple 


of new backpacks you should check out, as well as a few new weapons. 
Lastly, you can finally purchase the COMG10 computer, which increases a 


t's chances of learning new skills. 
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Speak with Takiguchi before heading to the dock and 
you receive the Nanjing simulation. 
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Check your mail before heading to the dock and you can 
read two new messages. Ryogo receives a message from Ms. 
Hasegawa, who has seen Yoshihisa Ushiku, a wanted outlaw, at a hotel. 
Send a message to JPOLICE@0710 about Yoshihisa and you'll receive a 
reward later via mail. A letter for Miho gives you a password you can use to 
download another simulation from the Ministry of Transportation Web site. 
Be sure to send a reply. 


ae. ba debit sane ee N anata EE SPACI RE Ng ae IA CEB As EEE Fyne mice Liner mar epe rane h 
= REAL Sas. Dae Sy sR ORS RSL ES 


\ 


Move/Go 
Out 


Kure Bar 
we 
Move/ 
Leave 
we 
Move/ 
Leave 
we 
Kure 
Naval 
Base 
a 


Isao 


od 


Isao 


SUOISSIW PS! 


URAC ART YT IE TR RRR 


PA O-405. 040455030306 1.5.14 1001004 1010104 
TE EEN INE Pe mT TET CE FON Sa cen SOUS om mr DTT 


Mission Forty Two: 


WINNING CONDITIONS: 


All enemies destroyed or made to surrender. 


LOSING CONDITIONS: Enemies Elim. 
Player pilots destroyed. Total # Battles 


Average Damage 
Avg. Weapon Lvl. 
# of Turns 
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‘All enemies destroyed 

or made to surrender 
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arrive at the sanatoriue. 
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Check Mayer’s mailbox 
after the mission to find a let- 
_ terfrom her father. 


After talking to Liu in the bar and return- 
ing to base, you can go back to the bar once 
again. Speak with the drunk and Liu will have an inter- 
esting exchange. After the incident, you can email 
JPOLICE@0170 about Kiyomi Yokohama (a.k.a. Masami 
Yokohama) and try to collect the 500 credit reward. 
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sure your first two Wanzers have shields to absorb the P-Gun Car's attacks. Charge the 
ny and first focus on the regular Wanzers aiding the P-Gun Car. Once they're eliminated, you 
can turn the attacks of all four of your warriors on the one enemy. Since the P-Gun Car only gets 
to attack every two to three turns, you can eliminate it quickly without worry of counterattack. 
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Enemies Elim. 
Total # Battles 45 
Average Damage 90 
Avg. Weapon Lvl. 16 
# of Turns 8 


This mission should be 
no problem for you by 
now. Target the Wanzers on the bridge, then the ones 
below (you can destroy the wall on the side of the bridge 
to give you a clear shot at the Wanzers below). Take your 
time, challenge each Wanzer individually, and it shouldn't 
be difficult. 
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Ryogo receives another message from Ms. Hasegawa 

_ before the mission. Also, just before you leave, mail arrives for 
Mihovand Mayer. Miho’s message is from Rudolf of the Wulong saying 
goodbye. Mayer's message instructs her to pull out of Japan immediately, 
but a s in for the long haul. 
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Speak with Koike in the 
Hangar area and he gives you the 
password for Ocean City’s Web site. 
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WINNING CONDITIONS: 
Lukav destroyed. 


LOSING CONDITIONS: Enemies Elim. 1 
Player pilots destroyed. Total # Battles 25 
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WINNING CONDITIONS: 
All enemies destroyed or made to surrender. Enemies Elim. 


LOSING CONDITIONS: Total # Battles 
Player pilots destroyed. 
Average Damage 
), Avg. Weapon Lvl. 
# of Turns 
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Enemies Elim. 
Total # Battles 
| Average Damage 
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This is it, the final battle. Prepare by ensur- 
ing @veryone is stocked up on items and your Wanzers are in the best condition possible. Equip Battle 
Skills such as Body Smash, Eject Punch, ROFUPIII, and anything else that packs a lot of punch. You need to 
hit hard and you need the stamina to hang in against some pretty devastating attacks. 


Lukav’s comrades do all of the short-range fighting while he sits in the back and launches either missiles 
or grenades. His Wanzer has 2500 HP, which makes it tough to destroy. You can either pound on him 
relentlessly, or you can try and get the Body Smash Battle Skill to destroy him in a single turn. 


Stay i in the area where you begin. Place a strong Wanzer to take the front position and block the progress 
of the Lenghe 1s. They may go around the boat, but that takes a couple of turns, so you have time to 
adjust your strategy. If you have someone with missiles, you may want them to move around the boat so 
that the puGkS Wanzer is well guarded by the boat but can still launch missiles. 
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After the mission, make 
| sure you stick around for the end- 

Ng amd the credits. Once everything is said 
and done, you're given one last chance to 

‘ave Your game. With this data you can ages 
play fhrough the game again—but your fr ee 
Pilotswill retain their Battle Skills from FAS) aN 

this play-through. 
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Mission Yokosuka 


WINNING CONDITIONS: 


Destroy all cannons. 


LOSING CONDITIONS: Enemies Elim. 
Player pilots destroyed. Total # Battles 
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Mission Three: Yokosuka 


ie 


WINNING CONDITIONS: 


All enemies destroyed or made to surrender. (OR) Player pilots [ja 
arrive at the lift. Enemies Elim. 


LOSING CONDITIONS: Total # Battles 
Player pilots destroyed. Average Damage 

Monae ar a Avg. Weapon Lvl. 
ye CCT EE A 48 Turns 
Emma’s Wanzer has a way * ieee esd this mission 
difficult. Although you only have to run to the elevator in the next room, Emma’ s Wanzer 
can take but two steps each turn. Needless to say, this slows your progress down signifi- 
cantly. Even worse, it makes Emma easy prey for the faster Kasel M2s and Jinyo Mk110s in 
hot pursuit. 


Use the boxes for cover and crisscross your units behind them to escape enemy attacks at 
first. Get Emma out in front and let Kazuki and Ryogo run cover for her as she plods along toward the exit. Since 
Emma has missiles, she can get way out in front and still take part in combat. 
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Use the second door to slow the enemy down. Use the red switch on the wall i 
open the door by stopping just in front of it. You’re then given the option to 

open the door. Run all of your Wanzers through and then have someone throw 
the switch on the opposite side. This may not stop the enemy, but it should giv: 
you some breathing room. If you managed to destroy the Kasel M2’s legs befor: 
reaching the door, you should be able to keep your enemies trapped on the 

other side until you want to engage them by shutting the door on every turn. 
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_ At the beginning of turn six, enemy reinforcements barge through the third 
door. This only amounts to a Jinyo Mk110 and a Kasel M2, but if you’re in the 
middle of a big battle it can cause quite a problem. Either race for the lift, or 
eliminate them. 
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Yokosuka Base 


WINNING CONDITIONS: 
All enemies destroyed or made to surrender. (OR) Player pilots 
escape from the base. Enemies Elim. 


LOSING CONDITIONS: Total # Battles 
Player pilots destroyed. Average Damage 


Pr SCE AINETITL AT Avg. Weapon Lvl. 
WO Mn A # of Turns 


Pye requested support from the 
pS outside. 


Quickly advance to the gate and focus your firepower on the Jinyo Mk11 10. Destroy or disable it, but con- 
tinue pushing toward the gate. Your goal should be to destroy the Jinyo Mk110 and the two Mk9 AFVs 
near the barricade before the enemy reinforcements can arrive at the beginning of turn five. 


A grenade attack from outside destroys the barricade on turn six, but it’s unlikely that Emma will be 
anywhere near the exit. You'll either have to hold off the opposition for a few more turns, or eliminat¢ 
them all together. Fortunately from turn six on you can attack the enemy with a grenade strike at the 
end of every enemy turn. The strike isn’t very effective unless you can place an enemy directly in the 

center. Just be careful not to attack your own Wanzers in the process. 
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WINNING CONDITIONS: 


All enemies destroyed or made to surrender. 


LOSING CONDITIONS: Enemies Elim. 
Player pilots are destroyed. Total # Battles 


Average Damage 
||| Avg. Weapon Lvl. 
- # of Turns 
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WINNING CONDITIONS: 


All enemies destroyed or made to surrender. 


LOSING CONDITIONS: Enemies Elim. 


Player pilots destroyed. Total # Battles 
| Average Damage 


Avg. Weapon Lvl. 
# of Turns 
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WINNING CONDITIONS: 


All enemies destroyed or made to surrender. 


LOSING CONDITIONS: 
Player pilots destroyed. 
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WINNING CONDITIONS: ~——| 


All enemies destroyed or made to surrender. 


LOSING CONDITIONS: 
Player pilots destroyed. 
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Total # Battles 
Average Damage 
Avg. Weapon Lvl. 
# of Turns 
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WINNING CONDITIONS: 


All enemies destroyed or made to surrender. 


LOSING CONDITIONS: Enemies Elim. 
Player pilots destroyed. Total # Battles 
Average Damage 
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WINNING CONDITIONS: | 


All enemies destroyed or made to surrender. 


LOSING CONDITIONS: 
Player pilots destroyed. 


Enemies Elim. 
Total # Battles 
Average Damage 
Avg. Weapon Lvl. 
# of Turns 
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| enemies destroyed or made to surrender. 
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WINNING CONDITIONS: 


All enemies destroyed or made to surrender. 


LOSING CONDITIONS: 
Player pilots destroyed. 


Enemies Elim. 
Total # Battles 
Average Damage 
Avg. Weapon Lvl. 
Number of Turns 
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WINNING CONDITIONS: | Platinu 


All enemies destroyed or made to surrender. 


LOSING CONDITIONS: Enemies Elim. 
Player pilots destroyed. Total # Battles 


Average Damage 
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— CONDITIONS: 

rov dies. 
osSiNG CONDITIONS: Enemies Elim. 
layer pilots destroyed. Total # Battles 


. Average Damage 
|, Avg. Weapon Lvl. 
oT Turns 


According to itie mission 
objectives you need only defeat Serov, but in actuality you 
must defeat all of the enemies in this mission. Because of 
this, be sure to set your defensive upgrades to Impact 
es. Serov’s attacks are powerful, but the Yongsai 3s 


| end up causing more damage to your party than he will. 


Start off by attacking Serov. When his Wanzer's HP is nearly depleted, he goes insane and 
attacks both his enemies and allies. The Genie Arm’s body will also be restored to 600 HP. At this 
time you can either finish him off, or leave him alone in the hope that he'll attack his allies more 
than he will you. It’s usually better to just go ahead and finish him off. 


The Yongsai 3s move around for several turns destroying trees to clear a path to the Wanzer 
they've chosen as a target. See if you can destroy Serov before they get where they’re going so 
you can regroup and attack them four-on-one. 
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WINNING CONDITIONS: 
All enemies destroyed or made to surrender. Enemies Elim. 
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Before the mission, check Dennis’ mailbox to find another letter from Sybil. Send her a 
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reply. You'll have two to choose from. When you return to Guangzhou there is a message for 


the 400 Credit reward for turning him in to the cops. 


arcus from Susan with a graphic you can use as desktop wallpaper. Send her a reply. 


\fter visiting Wei you find a bunch of new mail. Kazuki gets a note from Yue. Dennis has another letter 

- ffom Sybil if you showed interest in the Norman Bates case. Yun receives an email from Wen with a hint 
about the Twin Tiger Software password (CLOT). Use the password and then reply to Wen. Be sure to 
send replies to everyone else as well. Recheck your email when you’re done with the password search 
nd you should find a couple of replies. If not, be sure to check again soon. 


Wag JA nares ieee AAN Hi INN A TATU E WU UAT 
WA ), HL J WIA OP NEARS SPE RDU ARTCC SOA 


While exploring Guangzhou, be sure to visit the 

downtown area. Speak with the Fat Guy and Ryogo has an 

odd conversation. The Fat Guy is really Koji Yamada, who’s wanted 
for poisoning a reservoir. Send a note to JPOLICE@0710 and collect 
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Revisit the Guangzhou Shop. They now have Level 5 HP Upgrades. 
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This one’s tough. Set your 

fensive upgrades to protect against either Piercing or Impact 
weapons. You may be tempted to select Fire simply due to the 
presence of the Haolong 4s, but shields can easily block their 
attacks. 


Your main goal here is to get the attention of as many enemies as you can right away. Leave 
your forces split in two and have each group target a Haolong 4. You many not be able to 
destroy them before the transports are within their range, but hopefully you'll draw their 
attention and the attention of the Yongsai 3s. If so, the transport won’t have a problem getting 
out of the city. Only one transport must survive for you to win (surviving transports leave the 
area at the end of Turn 4). 


Qnce the transports are gone, start eliminating enemies based on the amount of damage they’ve 
already sustained. Your first targets should be the Haolong 4s and the Yongsai 3s. Everyone else 
is pretty easy to defeat. 
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= Ask both 
= ques- 
There is all kinds of new mail when you reach Japan. Kazuki has a = tions 
message from Kiryu with a password for the JDF Web site. Emma receives 3 
mail from Lixian. Jose receives a reply from Ran Fong if you sent her a message ae 
earlier. Last but not least, Marcus gets a message from Chang. Send a reply to = S 
Lixian and you'll notice that you can also send a message to Susan Armstrong let- = about 
ting her know Marcus is back in Japan. Her reply arrives shortly thereafter. = MIDAS 
= @& 
= Ask 
= 
= about 
— . 
= Imaginary 
= Numbers 
z 
~ = Isao 
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era? ) | aga = Takiguchi 
~S 0G SEGHET WAN na 2 @ 
we 3 = Emma 
After the mission you can acquire a secret, one-of-a-kind Wanzer from = 
the Web. Go to the Armored Kinkakuji Web site and check out the BBS. In the = 


third message (BBS 3) is a phone number, 555(XKR)224, that wasn’t there earlier. Take 
the phone number to the Lawspite (AUSPEND) Web site and use the Inferno Dial found 
in the Garbage Pit to dial the number. You'll receive the awesome Hoshun Mk112 com- 
plete with beam weapon. The Wanzer must be constructed manually, as the parts are 
all placed in your stock. If you don’t have room in your stock when you call, you need 
to sell off some Wanzer parts and weapons to make room. Don’t forget to upgrade the 
parts—it’s going to cost you. 
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LOSING CONDITIONS: Enemies Elim. 
Player pilots destroyed. Total # Battles 
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WINNING CONDITIONS: 
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LOSING CONDITIONS: Enemies Elim. 
Player pilots destroyed. Total # Battles 


Average Damage 
Avg. Weapon Lvl. 
# of Turns 


23 4 5 6 7 8 Y 10 11 12 13 14 15 16 17 18 19 20 21 


ao soe oct ie a oe 
Es ; } Atk AP I a a ata : 

i heer ~k0 5 nile? 
ae) Fe 


f 
H 
i 
j 


1 
2 
3 
4 
5 
6 
7 
s 
9 


Taniyama 


od 


Isao 


En 


EEUU EIGER UL A 


ARMAMENT CLASS TYPE [LOCATION ARMAMENT ICLASS| TYPE |LOCATION 


EES Yoo tenet tena nym jue ies iene 


ARMAMENT [CLASS LOCATION 


Sinty-Four: 


All enemies destroyed or made to surrender. 


LOSING CONDITIONS: 
Total # Battles 


Average Damage 
yy, Avg. Weapon Lvl. 
~ # of Turns 


123 4 5 6 7 8 99 10 11 12 13 


qi 


ol eae | ie 


o won oo 8 FPF WB N = 


as ee 


Beste Monn i 


~JaGgh" 
LIC 


CLASS| TYPE |LOCATION 


(BL AA Y Seen 
Vivivie@ 


ARMAMENT _ 


. of =i 
; \ wei > te 
: P ¥ ~ " 4 
(P95) RATT HRA ERE UBS TRUE ARMAMENT _ |CLASS| TYPE |LOCATION 
Uh acho ARNO VANESSA A AE DATTA OT EE SY AGT 25mm MG Pee VEG s0aY 
; tha IME Caldiar | ERE fase m Ee NaN fot fea <otab lear M4 rs 
/\ JUT JIQIEF DETOTE SPCAKING VIL I5sdOQ 
| 0 x n : 
VV { Ais al A I WC f IK i> lt = 
) 
Lge ! \ V 


a ar ed. | 
ae SPAS CEE NE DEN he oe 
TSS sd E EES 0S SURES WEE AE SETA SE TS SEE SER FE BREE SO RS 2 ERG 8 PAUSE BLS RR PE RE Ee 


STE TENG? 


eM ARATE LE SEM EY SASH AAACN te nd Pa FORAY bp aoe Mh bY PSO he A 
RAS IES PEAS PAILS aes : = > 


RISE 
St FRA of CH 22 Wa 


=. ae or Atootte gy 5 $300: 5 unre tye Oo oeerene: 


: Ocean City 


WINNING CONDITIONS: 


All enemies destroyed or made to surrender. 


LOSING CONDITIONS: Enemies Elim. 
Player pilots destroyed. Total # Battles 


1D 


= 


SEES 


Avg. Weapon Lvl. 
# of Turns 


eee 


micciic 
A aT ier) ile 


= 


A 
| Mh 
evVeweee (YT 
ev | eee | PT 
ivi | | | | [B| [eB] [eB] | | 6 Sore 
Vv EST vi | | | ee oS 
Clyv ttre er ie ae 
SV) oe eee i 
| Vc CE F 
|| Vaasa | bo Ang 
| eh Aah <a es : “ARMAMENT [CLASS _TYPE [LOCATION 
| asses : 

COV | VIVIVIViVivi | 
SOIVIVIVE LIV Vivi | | | 
2 {| Se ae 


2 
3 
4 
5 
6 
7 
3 
9 


=—_ =_llUcUelkltllelf 
QO NY = CO 


= fk 
oa f 


Yongsai 3 (x3) ((B)) 


= 
o 


ARMAMENT (CLASS TYPE LOCATION 


EMG owes tenet crm ies waters 


Kehei O ((C)) 


ARMAMENT  |CLASS| TYPE [LOCATION 


ission Sixty-Sin: 


{WINNING CONDITIONS: 


Al! enemies destroyed or made to 
surrender. Enemies Elim. 
LOSING CONDITIONS: Total # Battles 
Player pilots destroyed. Average Damage 

| | Avg. Weapon Lvl. 
* # of Turns 


SP I ORE) a eee 
(eee atte. ay 404 ale <3 age ty 


sey 


« 
Ce BARE IARI RABE CA CAM RAE ON ADA ig SF TAOS 
‘ eat oteh ene bs 


Oe fen e| Pol rae lee F. 

wg @ We eo tb ik VT | > 
CO Fit IU VVEICEI.. 
\ 


ae ea 


PVA OLOT 24 Sao GAT OTe TAG tos 


1 ee 8 7 Sean 12 


Te a 
Hf 2228 
N or BBR e 
BG’ SRE oe 
ae seen 
ico 2 2 
| eee 
 EEEOREECR 
mt tee 
ce | Sea 
| ac) | 
= )06=—liéséP 
anne me 
SEEREEE & 
2) bool | ao eS 
TH eee 
| 


< ra Perey 9 be: PRAMS LAR 9 I MODE oe 
Bek “Be Sette oar at ra; 


owont oo Ah WwW NY = 


— ot 
= © 


ARMAMENT  ICLASS| TYPE [LOCATION 


=a 
Lb) 


= 
-h Ww 


EE 5 TT NE eS aa 


Tiandon g 3 (x3) ((B)) 


Sosy es 4 
oN OO OO 


ARMAMENT CLASS} TYPE | LOCATION 


EN CM Moos cn annimem ime essen 


Brenos (x3) ((C)) 


ABAD EESTI GSD NES SENET CAE OE PERDANA AEA TEP AEA EA AD" BND Y OOPS A RAPA DORMS TAEDA IFM Es ND De TATA 1 EW &, 
; : 3) 
Co ooMbEy aps) aa: py Sep pees Ett ea te a EET Oe See eee eee : 


:: 2 
* oe 
EDO EDT RENE AMD TMT IRIN RET 
git fie e 3 = [ge ees aon 


g ARMAMENT CLASS! TYPE |LOCATION 


OTT UL LU uti en 


Mission Sinty-Seven: 


WINNING CONDITIONS: — 


All enemies destroyed or made to surrender. 


LOSING CONDITIONS: Enemies Elim. 
Player pilots destroyed. Total # Battles 
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FRONT MISSION 3: VIRTUAL WEG 


The network plays an important part in Front Mission 3. You can use it to learn new information 
enemies, shop for items and Wanzer parts, and you can even use the simulators to hone Up oO 
Skills or test out a new configuration you've concocted. No matter what, it’s important that you 


explore the Web and visit the various sites. 


This section takes you through the Web and provides you with passwords for the Web sites. Take nol 
that Web content is always changing, so using a particular password maj you anything ail on i 
the game. However, the same password may unlock a secret ogo" in the game. a 
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The following are some special 
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Address Formula 


' 


There’s a simple formula used to create e-mail addresses. You can use this to find hidden 
addresses, or to input addresses early. 


Addresses are composed of (name)@(country/position). For example, HODAKA@0700 
indicates the name is Hodaka. Since she lives in Japan, you choose 07, and then 00 for 
general public since she’s a student. The following table shows the country and position 
numbers ped in addresses. 


Country # Position Position # 
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If you have room in your 
stock, the Hoshun’s parts will 
be given to you along with 
its beam weapon. You must 
then construct the Wanzer 
on your own. 
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There are two other numbers you can dial. One leads to 
nothing, while the other calls Barilar Farm about a Methan 
Wanzer. Both are for entertainment purposes only. 
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Capturing the Hoshun 
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If your pilots are extremely well experienced (achieved through extensive simulator 
training), you'll actually battle the Hoshun in the missions mentioned above. You can then 
capture it as you would any other Wanzer. However, you can’t capture it and then also 

A ...download one off the Web later. However, if you accidentally destroy the Hoshun, you can 
' still get one from the Web. 


ESE AD? <SESF Es 


gam Inn LYN 


are 


SitIS35 <A STEPTOE RA ek Pes 


ae Lael CaS See TE SE ESE 


KES RTRLEYS WPS SBT TSS. Li S20 ASP GTA Rs PETE SET Ea eas PeDU SLES AT eR OeE TOLER Fee esP SRT Ys RMSE AR IETS TES KUL ERE SS Oh SL RENT ES MULTE EMPTY RSD NT | one ETE LEW NITES OPP EE ESTEE Vo Ruaye to Se Te eer as RET BEE ESO EAT AIS CRE TS NI NTRS ES SEMEN OY a ETRE Se RE ots CaN CLE LOGI ET ITE OE LBL LINO YN IN LIT 6S EAT 


Square Electronic Arts Game Tips 


Game Tips are available for all Square Soft PlayStation titles: U.5.: 1-900-407-HLUE [1-900-407-5583] $.95/min. Automated Tips. $1.25/min. 
Live Assitance. Canada: 1-900-451-HLUE [1-900-451-5583] $1.50/min. Automated Tips only. Callers under 18 years of age must obtain 
permission from a parent of guardian before calling. Game tips are available for callers within the U.S. and Canada only. Touch-tone phone 
required. Live assistance is available for Square Soft titles Published on the PlayStation game console only. Game counselors are available 

Monday-Friday sam-spm Pacific Standard Time Automated support is available 24 hours a day, 7 days a week. 


Be sure to check out Square s upcoming hit game! 


Got the game? Get the book! 
Official Vagrant Story Strategy Guide 
from 
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STRATEGY GUIDES 


BradyGAMES is your source for Official Guides to Xenogears;” Brave Fencer Musashi” EWRGEIZ:” Final Fantasy® Vill, Final Fantasy Anthology™. 
and SaGa Frontier’ 2. Visit your local retailer or purchase these books via the Web at wuw.bradygames.com. 
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www.squaresoft.com . i 
Published by Square Electronic Arts L.L.C. | 


PlayStation ©1999, 2000 Square Co., Ltd. All rights reserved. SQUARE SOFT and the SQUARESOFT logo are registered trademarks of Square Co., Ltd. 
® VAGRANT STORY and Legend of Mana are trademarks of Square Co., Ltd. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. 
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The latest strategy/RPG 
from the makers of 
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° . " FINAL FANTASY VIII, FRONT MISSION 3 ©1999, 2000 Square Co., Ltd, All rights reserved, 
www.pal ] sades m arketi ng com PlayStation and the PlayStation logos are registered tradémarks of Sony Computer Entertainment Inc, PINAL FANTASY, SQUARE SOFT, 


and the SQUARESOFT logos arc registered trademarks of Square Co., Ltd. FRONT MISSION 3 is a trademark of Square Co., Ltd 


info @ palisadesmarketing.com : US Patent No.5390937,5649862. 
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By David Cassady 
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Complete Coverage of 
Both Adventures 


ee goal i is to o neutralize this potentially 
deadly weapon by any means necessary. 


Every Mission in 


Pilot Skills & Detailed Stats for Every 


Wanzer 


Explore the Virtual Net & Unlock Game 


secrets ) 


Maximize Your Wanzer’s Effectiveness 
with Battle-Tested Combat Tips 
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